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THE PACIFIC THEATER 


The PACIFIC THFATFR OF OPERATIONS 11 is a war simulation game teased on the 
Pacific naval battles fought between the Allies and Japan in World War; As the 
Chief of Naval Operations (LLS.A.) or the Chief or Naval Staff (Japan) you have frill 
control of the Navy. 

SCENARIOS 

!he PACIFIC THEATER OF OPERATIONS II hat three Campaign scenarios. and seven 
short scenarios. 


The Day of Infamy 

Dec. 8, 1941 

Short Scenario 

The Brink of War 

Nov. H, 

Campaign Scenario 

Counter Offensive 

May 27, 1942 

Campaign Scenario 

Approaching V-Day 

March 3l r 1944 

Campaign Scenario 

Southern Operation 

Dec. 9, 1941 

Short Scenario 

Battle of Midway 

June 4 r 1942 

Short Scenario 

ELS.-Australia Plan 

Aug. 7, 1942 

Short Scenario 

Operation A-GO 

May 3, 1944 

Short Scenario 

Battle at Leyte 

Ott. IB, 1944 

Short Scenario 

The Final Days 

Feb. 19, 194S 

Short Scenario 


Scenario Selection r or scenarios in the first half of the game, the Japanese have the 
advantage, and for scenarios in the second half, the Americans haw the advantage. 

VICTORY CONDITIONS 

Victory conditions vary, according to each scenario. The game is over when either 
side scores a victory.. 




CA MPAIGN SCENARIOS 

One of the Mowing three conditions must be met to win a Campaign Scenario. 


a. Capture the capital of the enemy country 

b. fteduce me productivity of Hie e^iemy country to 0, 

c. Achieve a Ltilal of over 11300 in bnse coductivity, 


SHORT SCENARIOS 

Victory is won by achieving the final objective chosen in the beginning oF the game 
within the time limit. Also, if you meet the campaign scenario conditions for victory 
in any scenario, the game -s won. 















KEY TO FLAY 


STARTING A NEW GAME 

I. Make sire the power is turned OFT. 

1 . Insei the PACIFIC THEATER OF OPERATIONS IT game pale. 

3% Turn the gene system ON. 

4. Tr>e opening wilt b-egin. Push any button to s : kip to the Game set-up. 

5. Select NEW GAME, 

6 . Select a scenario to play, (Press Button B to skip the scenario introduction.) 

7 Select which side- (U.5.A. or Japan) you will play. Select ROTH SIDES to play a 2 
player game. or DEMO GAME to view a demonstration of the game. 

8 Select the difficulty level of the: game. At Hie Advanced level, you may adiust 
the settings for the amount of national, income,, the production time o^ a war 
ship,, the espi bring? level, and the Conference difficulty level For the U.S.A. and 
Japan., 

9. Seltc: the game settings [See page G, Game Settings). 

10. Review your game set-up- Tf everything is Ok, select VcS to begin the gamer 
otherwise select CAfUCEl to return to the scenario selection. 

OPTIONS 

Select OPTION [see page 22 . Option) from the Main Commands to save a game, load a 
saved game, end the game, jr.d change your game settings. 

OAME SETTINGS 

Messages Adjust the speed or the message display. Fast/Average/Slow 

Naval Battles Decide whether you will view naval battles that do ^ot involve your 
Navy, The SELECT option allows you to decide each time a naval cat¬ 
tle is Fought. 0-N/SEL/OFF 

Air Rattles Decide whether you 'will view air battles that do not involve your 

Navy. The SELECT option allows you to decide each time an air battle 
is fought. OH/SEL/OFF 


* 



Land Hatties 

Animation 

Advice 

Stereo Sound 


Decide whether you will v*ew land battles that do not involve your 
Navy. ON/OFF 

Decide whether you will view animation for events, and commands. 
ON/DFF 

Decide whether you will receive advice in the command phases and 
meetings. ON/OFF 

Liston bo the music and sound effects in stereo or mono sound. 
ON/DFF 


TEE CONTROLLER 
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FREES 

FUXCttOM 

5tart Button 

m Switch from the Brie Man to the Mas it Map. 

Select Button 

* Display the cats am- weather at the Grin Map. 

■ Display help messages for certain data screens. 

Button A 

* Select highlighted commands and items, 

* Answer Y£5 to yes or no questions. 

■ Select 3 position on the maps. 

B'jtLon E 

* Cancel selections. 

* Answer NO to yes or no questions. 

* End the command turn. 

El-jltOri X 

* Switch cursor; at the maps. 

Left/Rfgfit Buttons 

* Hip L'lrociih pages. c e information. 

Control Pad 

+ Move the map cursors, 

■* Scroti through iMd screens. 


amnmwuMsmm 

A Number Window will be displayed when a command requires you to enter specific 
amounts. With the cursor at the far Left, press the Left arrow key dm the Control fad 
to display the maximum amount. Press is again to display the minimum. Trj manually 
enter runners, use the Left and right arrow keys On the Control Pad to select the 
unit, and the up and (low arrows to- increase or decease the number. To enter the 
displayed number, press Button A, 

SCRQLimGDJLTA 

The ■ symbol indicates you may stroll data to view addi tional information wit hin 
the same category by pressing on the left and right arrows of the Control Pad, 
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MAVAL WARFARE 


SAME now 

The game progresses by repeating a series of tarns. A turn is comprised of a Move 
Phase and a Plan Phase, and one turn equals one day. Game play progresses through 
Japan Move Phase. US Move Phase, Japan Plan Phase, and US Plan Phase, in which 
each side alternates commands in each Phase and completes one full turn. 

To end your turn, press Button 8, Select REST to rest until the specified date. Oniy 
tne Aimy ami delegated units will execute orders during this time. Press Button B 
between phases to cancel resting. 

MOVE PHASE Orders related to the Navy's movement 
PLAN PHASE Orders related to the Navy's strategy. 

BATTLE PHASE Combat bfyirs. You attack the enemy, or are attacked by the 
tremy (Bee page 38, Battle in the Pacific). 

CONFERENCE There is a meeting on the first day of each month (Bee page 47 r 
Monthly Conference). When the player attends tne conference, the game will switch 
io the Conference Screen, and oar topic will be discussed, Ahpr the conference, the 
game progresses to the next torn. 


Battle Phase 
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Move Phase 


Move Phase 
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Plan Phase 
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Plan Phase 

; -..Conference. Plan Phase 
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MOBILITY LEVELS irrs/ 

Each unit has a mobility level which enables the unit to carry 0(4 orders. Depending 
o"- the orders, the consumption of mobility wi!. vary. When a unit ha; C mobility, the 
unit cannot execute orders until the next turn. Some orders will not be executed 
until the f’itixL Phase, regardless of the remaining mobility. Each units' mobility will 
be restored by the next tyro. 

AHMED FORCES 

You command all units of the Navy, and cannot issue orders to the Army. The Army 
moves individually, according to the decisions made aL ihe monthly con^nce. 

COMMANDERS 

A commander is the leader of a unit nfl'-p Navy or Amy, As Chief of the Wavy, you 
may appoint or dismiss commanders of the Navy {See page 19, Personnel). 
Ap;:uinlmg a commander will increase a unit's combat ability. The higher the rank 
of the comma ’der, the more effective the -c-suits of attack and defense operations. 

As a commander's Battle Experience levels increase, lie will advance in rank, 

EXIT TYPES 

FLEETS a fleet is comprised of several warships. Fleets play a major role in lYf.Q. II 
and are the main pfeyem in combat. Pint your strategy by moving the fleets into 
position. 

Air Forces There are three types of air force units: Reel AT Forces. Navy Base Air 
Forces, and Army Ah Forces. Fleet .Ah Forces escort its fleet, search for enemy units, 
and attack enemy bases and floats, Rase Air Forces attack the enemy, patrol areas 
around the base, and defend the base against an attack, Army Air Forces assist tbs 
Army in landing operations and protecting bases. 

LAND FORCES There are two types of land forces; toe Marines ana the Army. Land 
forces attack enemy land forces, occupy enemy bases and posts, and defend bases. 
"They can be transported by fleet and land at enemy bases for combat. 

SUBMARINES submarines destroy er-tun-.y transport ships, attac-: the enemy fleet, 
aid patrol the seas. 
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BASES AND POSTS 

Occupying bases and posts connected with the home pod:, will expand your supply 
routes (See page IZ, Supply Routes). 

BASES Repair and re supply you? fleets, assign ynur air forces to an airfield, and sta¬ 
tion you i fend forces at your bases. 

POSTS Station your fend forced your posts. 

CAPITALS AXD HOME FORTS 

The IJ.S. and Japan each have one home puri and one capital. 

HOME PORT The oenter at action for the Navy from which naval units are deployed. 
If it becomes occupied by The enemy, you cannot deploy your naval forces. 

CAPITAL The center of action for the Army, from which the Army deploys its forces, 
if it becomes occupied by the enemy, you cose the game, 

YOUR RESOURCES 

NATIONAL BUDGET 

A nation's budget is determined by the sut of its GNP and the productivity of its 
bases, Allocate yOur budget for the Navy. Army, Foreign Affairs, Base Upkeep. 
Technology, and the Government in the monthly conference. The Navy's budget is 
used to produce weapons and construct bases. 

MATERIALS 

Material! include fuel, food, and ammunition. The amount of a nation's materials are 
determined by income from the bases it controls. Allocate materials for the Navy, 
Army, and nation in the monthly conference. Materials earmarked for fere Navy are 
used to move naval units, re-supply land forces, repair, supply, and construct Fleets, 
and. construct base facilities (See page 21, Assets-Materials). 
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these natural resources differ according to the base, and affects the base's income 
(See page 2i r Aswts-Qre ana Oi».y 
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Supply routes allow you to transport materials and deploy Land forces to your bases. 
Cor-nect yom bases to your home port via supply routes, and money and supplies will, 
be automatically transported from your bates to your home port and capital. 


aoMts 

Su pply of Materials and Land Forces 
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FORT 

Income pf Materials and Mtortpy 



Severed Supply Routes Bases whore supply routes have open severed will flash in the 
Network screen under the ASSETS-NFTrt'OR^ command {See page FI). 


MAIN MAP 
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i Main Commands 
<S> Map Cursor 
Main Map 
j: lin it Search 


Frets Button X to switch cursors In trie following ordei: 

Main Map > Unit Search —> Main Commands ■-» Main Map— 


MOVE TEE MAIN MAP CUHSOM 

Use the Control Pad to move the Main Map cursor. f u slow liia s peed at the cursor, 
press the Left Button and the Control pad simultaneously To move the cursor from 
base to base, press the Right Sutton and the Conticl Pad simultaneously, 


UNIT SEARCH 


Select a unit from the Unit Search to display tne units' numbers. Units with delegat¬ 
ed mdeTs will he displayed in light blue for the IJ.5, -md in orange for Japan, Units 
experiencing problems with deiecated orders will be displayed in yellow, All other 
units will of displayed irt BM for tine U.S. and in red frr Japan, Select a no miser to 
view the unit's data. Press Button A to command that unit. Press Button B to select a 
different unit. 


i 
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SWITCH TO TEE QUID MAP 

Press Button A when the map cursor is displayed on the Main Map to switch to the 
Grid Map, 































GRIB MAP 


Fleet Maskers 



• t Main Commands 
£ Grid Map 
& Grid Map Cunor 


Press Button Xto switch cursor : n the following order: 


The fleet markers displayed on the Grit Map indicate the following: 



The color of the fleet marie" indicates which nation : t s : des with, and its remaining 
mobility. The number below the Fleet marker "s the number of that fleet, 


Grid Map — > Main Commands — > Gris Map —> Main Commander 

MOVE TEE GRID MAP CURSOR 

Use the Control Pad to move ihe Grid Map cursor. To order fleets at sea. move the 
map cursor to a fleet and press Button A, To order fleets at port, land forces, and 
bases, move the map cursor to a base or post and press Button A. 

Press Button Y and the Control Pad, simdla-'.eous.y to sCmll the Grid Map 'n the 
selected direction, 



fleet with mobility Fleet with m mobility 

WEATHER COSmiTIOES 

Press the Select Satton to d splay the date and weather conditions at the Grid Map. 
The weather affects the movements of your fleets and air forces. Ti is difficult to 
searc" for enemy units in harsh weather conditions. 


Q2UJ? Mi P MARKERS 

Base/Post Markers 

The base and post markers displayed on the Grid Map ir dicate the following: 
•Japanese Bat* U.S. Base i Neutral Base 

Japanese Post O U.S. Fost O Neutral Post O 



iiunny 

Gone reconnaissance 
conditions. 



Snow 

nir forces, cannot 
take off. 


m y 

Qoudy Rai n 

PMr reconnaissance iV.r forces cannot 

conditions. take off. 



Fog 

Ar “L'rcKS diimot 
take off 



Storm 

Air forces cannot take off 
mid fleets cannot, move. 
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SWITCH TO TEEMAUtTMAF 

Press the Start Button, -or select MAP from the Main Commands to switch to the 
Maist Map. 



























COMMANDING YOUR NAVY 


The H.T.O. [[ game commands are listed m follow. 

Command (Asssevia ttox) ifkasej REQUIRED MOBILITY 

NOTE- lhe * symbol indicates that once the unit executes the command, it will 
not he able to carry out other commands until the next Muve/Pian Phase. 


um jar comm Asms 

the following commands are available aL the Main Mag and Grid Map. You may issue 
Main Commands in the Move and Plan Phases, except far the ASSIGN command. 

Order 

Delegate orders to your fleets, submarines, base air forces, and Marines, Units will 
attend to their orders until they are accomplished, new orders are given, cr the 
orders are canceled. Press the Select Button when ar- order is highlighted to view an 
explanation of that order. 

..{ Select a unit to order. Units with delegated orders will he displayed in light blue 
for the U.S., and in orange for the Japanese, Units experiencing problems with nr 
Order will be displayed in yellow, 

® A list of orders will be displayed according to the type of unit. Select an order for 
the unit. Press the Select Button to view an explanation of the order. 

:r Verify your orders on the document. Select SEND to execute your orders. 

The following is a summary of the orders available for each unit. 


FLEET 

Vhjve, Sujpty. Linage, Strike, S! ; d.. 

Land, Patrol, Attack, Anti-Sub 

SUBMARINE 

Fort, Sabotage, Patrol Aitacsc 

Base Am Forces 

PiLrul. Attack, Dfiftild 

f.jg httj forces 

Occupy, Defend 


» r 



ASSIGN 

I he ASSIGN command is available only in the Move Phase. Assign ships, aircraft, and 
Marines to your existing units, or create new units. You will not be able to give 
orders to a new unit until your next turn. 


Fleet 

You may assign up to 8 snips lextludmcj transport ships) pfcr fleet, 
i Select a fleet at the home poet or a new fleet to which you will assign ships. 

& From the list of reserve ships, select die type of ship you will assign to the fleet. 
If you select a ship from the fleet, that ship will become a reserve ship. 

& Select YES to execute year orders. 

Base m forces (sasea.f.) 

You may assign up to 4 air force units per Navy base airfield. You cannot assign air 
force units to bases that ere not Linked tt> the home port. 

■X Select a base to which you will assign an sir force unit. 

■S> A list of the base's air forces will be displayed. Select a unit to which you will 
assign more aircraft, or select an open space to assign a new air force unit. If you 
choose to assign a new air fo-ce unit, a list of reserve .ihcrafi will Ijh displayed. 
Select which aircraft you will assign to the new unit. 

.■£ Enter the number of aircraft you wilt assign. 

4. Select YES to execute your orders. 


MARINES 

Assign Marines to your home port. Marines will be automatically deployed fro in the 
Navy reserves. You may assign up to 4 Marine divisions to your home port. 

LIST 


Fleet 

View information on your fleets, Fleels -with delegated o-cers wilt be displayed i- light 
blue for the American side and in grange for the Japanese, fleets experiencing prob¬ 
lems with orders will be displayed in yellow, o order a fleet, select one from the list- 
















Navy Air forces (navy a,f.) 

View inform&tidn un the Navy's basi sirio-ces. To Older an airforce unit, select one 
from the list, 

Marines 

View information on the Navy's land forces. To order a division, select one from the 
list. 

Submarine 

View information on your submarines. To order a submarine, selec: ore from the list. 

Base 

View information cm all bases, Bases engaged in baitle will * displayed in red, 
Select a base from the list to view detailed information at the Grid Map. To order 
a. base, select one from the List, 

POST 

View information on all posts. Posts engaged in battle will Ofc displayed in iod. 

Select a post from the list to view detailed nformation et the Grid Map- 

ARMY 

Division 

View information on the Army's land forces. 

Air Force 

View information on the Army's airforces. 

MHJTART OFERATIOXrS (MIL, QP$I 

Goals 

Your victory conditions, missions, and the enemy's goals will be displayed. To 
know the enemy's goals, you must develop a cryptograph which will decipher ihe 
ege my's code. 





.. __ 

Intelligence (Intel) 


Enemy Fleet 

The number of enemy carriers, battleships, destroyers, and cruisers will be 
displayed, [f your spy lechoology levs is low, the numbers may be incorrect, 
or root displayed. 


Spy Report % 

The port log of an enemy bass will be displayed- A spy must have successfully 
infiltrated the base to obtain the information. 


Sightings 

When a base or fleet detects an enemy lleeri a ■sighting number. Fleet number, 
■late, and composition of the fleet will be recorded. The SIGHTING command dis¬ 
plays this information. Detected fleets will Hash on the Main Map when you select 
the sighting number from the Unit Search. Press the Select button to maTk that 
location (See below, Mark). 

Mark 

Mark important focal,forK Oil the Main Map. You may mark up to 3 Locations. Press 
the Left and right ariow keys on the Control Pad to switch from displaying the 
marked location by name, to longitude and Latitude coordinates. The map cursor 
will jump to marked Locations when delegating orders to your units. 

Personnel 

Navy 

View a list t>f your N.ivy officers. Select ail officer from the list to appoint as a 
commander of a unit, Select a commander oF a unit to dismiss the officer of his 
command, The ranta of Navy officers from lower to higher are: Rear Admiral 
(RAdm) —^Vfoe Admiral (VAdm) — .* Admiral (Adm) — Fleet Admiral (FArlm), 

An officer's Sea battle Experience (Sea) is determined by the amount of experi¬ 
ence in naval battles and Air Battle Experience (Air) by air battles. 



r 






Army 

View 3 list of Army officers. The ranks of Army officers from Lower to higher are' 
Major General (MGen) —> Lieutenant General {(JG) —> General {Gen) ■ ■> 
General of the Army (Gc-nA).. An officers land Battle Experience {land} is 
determined by the amount of experience in Land batt.es 

InWEMATIDjSF ilsrol 

Warships 

In S&mte 

View information on vdut warships currently in service. 

Being Built 

View information on your skips or submarines currently In production. 

Sunk 

View information on ships that sun* within the current month. 


Navy/Army 

View information on the Navy or Army reserves. 

Politics 

View information on other nations' relations with the U-S. »nd Japan, Support lev¬ 
els, and foreign policies. 

Assets 

This command can only be accessed from the Main Mgp. 

Network (met) 

View the network of supply routes connecting oases and posts. 



US base Japan base Neutral base 

Flashing squares indicate that the supply routes connecting those bases tc the home 
pOri h&ve beert severed. 


In Reserve 

View information on your unassigned ships. 

Armaments 

Ship CUss/Aircraft/Tank/Submarine 

View information on the ship classes, aircraft, tanks, and submarines from the 
B,S„ Japan, arid other countries. 

Mew Arms 

V : ew information on your newly developed weapons. 

NATION: 

Data 

View information on the national GNP, technology LeveLs, base maintenance costs, 
and foreign budgets of the U.S. end Japan, Select the GNP or ncie of the tcchnolo 
gy ievels to view a bar graph representing the changes over time. 


ORE 

View the yield for ore at the bases. 



Small Medium Large 

Oil 

View the yield for oil at the bases. 



Small Medium Large 


Materials (mati) 

View the amount of the Navy's materials, at each base. 



1-2,000 2,001-20,000 20,001-60,000 


SO 


f 






Navy/ Army 

View the Power Level of Navy/Army Land forces stationed at the bases. The maximum 
Power level of 1 Land force division. ! s IDO, and up to u divisions may be stationed 
per base. 


1-100 101-200 Z 0 ' i ^)0 


Mmf 

I-comm a nd is available only a' the Grid Map, and will, switr ihe screen to the 
Main flap 

Oftiost 

Save 

Save your current game. Saving a game will erase any previously saved game 

Load 

Load a saved game. 

QUU 

Gu't playing the game. You have the ootior to watch as the computer controls the 
res: of the game, or to start from the beginning. 

Set-Up 

Adjust your game settings {See page G, Game Settings). 




FLEET COMMANDS 

The following explains how to select a fleet to command. 


a. Select a fleet nurn ber from trie Unit Search tea cure jt me Main r-ejp< (See 
page R, Unit Search}. 

ft. SsHect a fleet from chr Main Command, LIST, 
t, Select a fleet at sea from the grid Map. 
d Select a base, then select a fleet at the lias? 


fleet scnzrsr 

(£■ Fleet Commands 

© Root Name 

sf- Current Mobility/ 
Maximum Mobility 

* Fleet Commander 
;>■ Fleet Data 


FLEET AT SEA 

The following commands are available to your fleets at sea. 

Bail imovefrase] 1 or more 

Move your fleet. For every 100 km at sea, the fleet consumes l Mobility point. To 

return to pert, select a base as your target. 

a. The filing range will he displayed at the Grid Map, according to Che 
Mobility level Select a target to which t^e- fleet will move. You may not move 
through Land. 

X Depending on the remaining Mobility, you may select another target. As Mobility 
allows, you may repeat these steps vp to 5 times, o stop sailing with Mobility 
remaining, press Sutton K a^d select COURSE. 

i -A. 

as 

















X When you have sailed to the maximum of your Mobility, or you have mapped a 
course 5 tines, select YES to set sail. 

The following Attacking ranges differ according to the maximum cruising range of the 
fleet ai< forces, Consider these ranges when moving your Fleet, To view the ranges, 
press Button X. and select one of the following: 



Gun Range (gun rng) 

The fleet's range for an attack with its guns. 

AIR RANGE (AIR RUG) 

The fleet's range for an air strike. 

Organize ton® amt pbas£] 4 * 

This command normally requires 4 Mobility points, but For a Fleet whose maximum; 
Mobility is Less than 4, the command may be carried out if the fleet has not con¬ 
sumed Any Mobility points. 


FORMATION 

Change the formation and/or the positions of the fleet's ships, The following is a list 
of the different types of formations: 



Ships form a semi-circle with the Flagship at the center. 


Ships Turin a vertical Line with the flagship in the lead. 



lUlrl. 



Double Ships 1* r 'Vi two wmtica: .hies with the flagship in the leac of 
one line, 

Fiorizontal Ships form a horizontal .me with the flagship at the center. 


Diagonal Ships form two Loft to right diagonal Lines starting from the 
Flagship. 

follow the steps be Low to change the formation of your fleet and the positions of 

the ships. 

© Use the L/R Button and select a formation.. 

£■ To change the positions of the fleet’s ships, select a warship, lhe ship's name will 
be displayed in yellow. Select another ship and the two ships will exchange posi¬ 
tions, or select an open space and the ship will move to that position. 

•X Repeat steps -X and a', until you are satisfied with the formation of your fleet, 
and select YES. 



Scuttle 

Scuttle ships that are outdated or damaged beyond repair. You may not scuttle a 
flagship when the Fleet is at sea. 

Fleet 

Exchange ships amcmg your Fleets. 

I Select a -ieet with which you will exchange ships frort' the Grid Man. If you select 
your own fleet, you may divide it to make two fleets, 

© Select which ships, you will exchange. Select an open spec# to move a shfp to 
that spece. 

'A Repeat steps a and X until you are satisfied with the organization of you" fleets, 
then select YES. 

4- Decice the number of transport ships For Group 1 and Group 2 of each fleet, 

A Allot foel for each fleet, then select YES to execute your orders. 






















Fleet Air Forces (fleet a.f.) 

Exchange aft forces among your fleets, 

i Sefai’! a carrier whose a ir forces you witl exchange. 

2> Select another carrier from the same Fleet, or y$e the Control Pad to scroll data 
and select a carrier horn a di Pie rent fleet. 

:i The air force units of each carrier will be displayed. Selec: which units will be 
exchanged with one another. When the units consist of the- same type of aircraft, 
you mist choose-whether to exchange the entire unit or a select number olfaii 
craft. When exchanging a select number of aircraft, you may not exceed the maxi¬ 
mum capacity of the carrier. 


SEAMCR{PI&mPX&se}1 

Send nut the patrol craft aboard your carriers to search the surrounding seas for 
enemy fleets, 

Mi LTlAMTMlffli * 

Attack an enemy Fleet with your guns. After the Plan Phase, you will enter a naval 
battle, 

DAY 

Wage a gun attack in daylight, Yots may still attack at night after you launch an 
attack in daylight. 


1 Select YES when you are finished exchanging airforce*, anc return to the screen 
in step ®. You may select other carriers to exchange air forces, or select YES to 
execute your orders. 


I he following makers indicate the type of aircraft. 





fleet Fighter (FF) Rest Bomber (FB) Fleet Attacx (fA) 

H 

Land Fighter (LFj Lane- Atcac-; (LA) Strategic Bon her (SB) 




night 

Wage a gun attack at night. Your rate of successful hits will decrease, compared 
to an attack in daylight. The success rate ol torpedoes, however, does not change 
whether you attack at night or during the day. 

Fleet 

Attack an enemy fteet at sea. 

J The range of your gun attack will be displayed. Select an enemy heel within 
your Tange, 

s Aftc v the Plan Phase, you will enter a naval battle {See page Naval Battles). 

Ease 


ESCQR r iMQVE 2 

Order your aircraft to escort its Beet. At the end of 1 turn, the escorts will return to 

the carrier. Escorts will defend the fleet against an enemy air strike or gun attack, 

s Select the carrier from which you will deploy escorts. 

® A list of air forces aboard the carrier will be displayed. Select an air fome. The 
selected air force will be displayed in red. You may select an unlimited number 
of air forces. 

■s Select ENTER to send out the escorts. 

& You will return to the list oF carriers, You may deploy more escorts from other carriers 
by repeating steps L^@. When you are finished, setett YES to execute your orders. 


Attack an enemy base or enemy land farce. 

t. Your gun attack range will be displayed. Select an enemy base or post where 
enemy Land forces are stationed. Bases that located inland and have no 
harbors may not be attacked, even- if Ihey are within your rgnge, 

& You may attack the base facilities, o r eh enemy fleet at the base. A docked fleet 
will net be cble to counterattack. 

■I# Select ENTER to execute your orders, After the Plan Phase, you will enter a naval 
brattle (See page 38, Naval Battles). 


,. 4 

aa 














Strike ifias fkasei i* 

Launch an air strike against the enemy, You cannot Launch an ai' strike without fleet 
air forces. Your air stoke range depends on the cruising range of your air forces. If ar 
enemy fleet is escorted by its air forces, an air battle will begin. If the number of 
your air forces exceed the enemy's escorts, ycu may strike the enemy fleet after the 
air battle. 


Fleet 

C£> Your aiT strike range will be displayed. Select an enemy fleet within your range, 

■ 5 " A list of your fleet's carriers wiil be displayed. Select the carrier from which you 
will launch the air stride. Select ALL to send, out all available air forces (Go to 
step ©}, 

i The carrier's air forces will be displayed- Air forces displayed in red are your 
escorts, Select which air forces will Attack the enemy fleet. Your selections will be 
displayed in yellow. 

ft Select ENTER., 

# Follow steps '£wft to select more air forces from Other carriers. 

# Select ENTER to execute your orders. After the Plan Phase, you will enter an air 
battle (See page 41, Air Battles). 


Base 

' Your air stride range will be displayed. Select an enemy base from within the 
range, [f there are enemy land forces stationed at a post within range, you may 
also select that post. 

Follow steps in the Fleet at Sea, STRIKE FLEET command. 

:r You may target the disc facilities, or the enemy fleet at the base, A docked fleet 
will not he able to counter attack. 


I?.E>AiJJltf worm 1 
Re-ann your aircraft's weapons. 

■j A list of your fleet's carriers will be displayed- Select the earner whose air forces 
you will re-arm. 

a The carrier's air Forces will be displayed. Select which air force you will re-arm. 




4 The arms of the air force unit will change in the order of Guns (G), Bombs (Ei), 
and Torpedoes |1), each time you press Button A. 

•'4 5e : ect ENTER when you are satisfied with the arms oF your aircraft. 

'?.■ Repeat steps U>-y.' to re'arm other airforce units. 


'«■ Select YES to execute your orders. 

QlWER/CANCZL ISffntJQ 

Delegate orders to your fleets (See psge 16, Order), or cancel previous orders. 


Info ibdtbj 0 

Information on your fleet will be displayed. 



Fleet Info Screen Warship Info Screen 


Press the Select Button at the Fleet Info Screen to change the name tif the fleet. You 
may select a name from fop provided list, or enter ?.n original name yy selecting 
CANCEL or pressing Button B, 

Select a ship from the Warship Info Screen to view information on the ships irs your 
fleet. If you select a carrier pres* the L/R Button? to view the Air force unit? aboard 
the cairier. 


FLEET AT POET 

The following commands are available to your fleets at port. 

Fes hughe pjeasej Maximum 

Dry doc* your ship to repair damages or equip weapons. 
















Quick 

Repair -one damaged area of the ship, in a short period of time. 

Total 

Repair all damages to a sbsp. 

Follow these steps to execute a QUICK or TOTAL IT* to your ship; 

1 A list a? your ships at port will be displayed. Select w-Mch shic- you will repah. 

- Select QUICK or TOTAL If you select QUICK, you must select which damaged area 
you will repair. 

a 1-e number of days it will lake to repair the ship will be displayed. Select FhTFR. 

4 Repeat seeps r W to repair other- stops at pod. Select YES to execute yojr 
orders. 


EQUIP 

You may equip youi ships with new weapons when they have been developed (See 

page 20, New Arms), 

l A list of your ships at port mil be displayed- Select which ship you will equip with 
new weapons. 

- Select the EQUIP com mend. 

& Select which weapons you will add to your ship. You may select as many weapons 
as you wish. Once a ship is equipped with the weapon, however, it cannot be 
v emoved. When you equip a ship wit" rockets, it will not be able to atta: k with 
torpedoes. 

+ The number of days ii will take to equii the weapons will bs displayed. 

Select ENTER¬ 
'S) Repeat steps iwi to equip other ships. Select YES to execute your orders. 

OEGAfnZE (Ona) (Mg vz PXASZJ MAXIMUM 

Organize your'fleets at port. You may exchange ships and aircraft with those 

Stationed a: the base, or other fleets at port 




FORMATH )Hf FLEET/FLEET A,F. 

These com nan ds are the same as the Fleet at Sea ORGANIZE- fORMATION/TL EET/FIFET 
A.F. commands (See page 24, ORGANIZE). For fleets At port, you may also exchange 
aircraft among your base a r r forces and fleet air forces. 

Scuttle 

For fleets a: port, you may scuttle all ships in your fleet, including the flagship. If you. 
scuttle you flagship when there zrc land forces on board, the land forces will auto 
matically debartc aL the b.ise. When the base has the max 1 mum 4 land force units, you 
may not scuttle your flagship. Scuttling all ships in the fleet terminates its exigence. 


Base Air forces (base a,f.} 

Exchange air force units with the base. 

"i A list cf your Reefs carriers will be displayed. Selecl the carrier whose air forces 
you will exchange. 

>S- Your fleet air forces and base air forces will be displayed. Select which umit$ you 
will exchange. The selectee units will be displayed in yellow. 

:r The air force units will switch positions when you select the second unit. When 
the units consist of the san-'U type of aircraft you must enteT the number of ai- 
CTarftyou will exchange. The number ol aircraft may not exceed the maximum 
capacity of the carder, 

STTFFL Y [MOVE FEASE] MAXIMUM 

Supply your fleets at port with fuel or aircraft. 


FUEL 

Select FJEL to suoply feel to you fleet, or TRANSPORT 1/2 to add transport ships to 
the respective qroup. T^ere is a maximum oF4 transport ships per group. 

Aircraft 

Supply your fleet with aircraft, follow steps in the Main Command, ASSIGN 
BASE A.F. on page 17. 







Debark [move fzaozj Maximum 


Older the land fortes aboard your ships to debar*. A m&Kimum of 4 land Fore* uvits 
may be stationed at a base. The tend forces may not debar*, if the maximum has 
been reached. 


Depart [move fk&eei 2 * 

QrdeT your Fleet to shore off and set sail follow the steps in the fleet at Sea, SAIL 
command {See page 23), 

QRDER/CAJSUEL [Both] 0 

Delegate orders to your fleets (See page 16. Order), or cancel previous orders. 

IXTOwattO 

Information or> your fleet will be displayed (See page 29, Info). 

BASE COMMANDS 

The following explains how to select a base to commend. 

a. Select j base from the (inri Wap ( U.S. base i Japanese base). 

b. Select LIST-BASE from the Main Co m mands, and then select a base from the list. 

SASDScnrm 



® Base Commands 
® 6as* Data 
: S Harbors and Docks 
■v Airfields 



Ot\Q. 



Yield for oil and ore: 



None 


UJ lid 


Small 


Medium 



Large 


NOTE: Press the L/fl. Buttons to view the Grid Map oftlie area wiraunding 
the flase, 


Status of Harbors 



No FuLL Open Under Destroyed 

Harbor Harbor Harbor Construction 





Under Destroyed 

Construction 



Wo 

Airfields 


Normal Under Destroyed 

Airfield Construction 


BASH SCREEN COMMA NDS 

FLEET 

Access the Fleet at Port Commands (See page 29, fleet ct Port}. 


AIR FORCES tJLTJ 

Access the Base Air Force Commands (See page 34, Base Air Forte Commands}. 

LANE FORCES tLF.) 

Access the Land Force Commends {See page 36, Land Force Commands), 


































BASS 

The following commands help maintain the operation of your bases. 

Transport [move phasej 


ESCORT IMOVS PHASE? 2 

Order your base air Forces to take off ano prepare For an enemy attack on the base. 
Follow the steps in the Fleet at See, ESCORT command (See page ?.§, ESCORT), 


Transport materials from the Navy's reserve to the base. Enter the number of trans¬ 
port ships and the amount of materials nor tfic base. The number of days it will take 
to send the materials will be displayed. You may not transport more materials until 
the current shipment is completed. Pr*** the Select Sutton to view information on 
the uw of hnse tre nsports, 

HARBOR [move Phase] 

Build harbors al your base g* the base's budget, supplies, and occupancy allows. You 
ntay build a mpsimum of 5 harbors per base, 'he combined tots l of your harbors a no. 
docks at one base may not exceed 8. It will take 1 month to build a harbor. You can 
not build a harbor in the same month that yen have built a dock. 

Dock [move phase] 


B&AsiViBiyrxit 

Re-arm your aircrafts'" weapons, 

■X A list d your base air forces will be displayed. Select which air fcrce you 
will re-arm. 

~ 1 he arms of t r e si T Force unit will change i r the order oF Guns (G), Bombs (B} r 
and Torpedoes (TJ, each time you press Button A. 

ft Select YFS when you are satisfied with the aircrafts' aims. 

AS8I&K (MOVE FlTABS* 4 * 

Assign aircraft to your base air forces, Follow the steps for the ASSIGN-BASE A,F. 
command (See cage 17, Assign). 


Modify'your harbors to build docks as the base's budget, supplies, and occupancy 
allows. Repair your damaged warships at the decks. You may h..ilo a maximum of 4 
docks per base. It will take 1 month to build a dock. You may not build a dock in the 
same month that you have built a harbor. 

AIRFIELD [Move Phase] 

Build airfield* at your base as the base's budget, supplies, and occupancy allows. You 
may build up to 2 airfields per base. You cannot build more thaii 1 airfield in the 
same month. 

Lay Mines/Mine Sweep [move phase] 

Lay mines at your base to protect your transport ships against a submarine attack. 
Keep in mind that your own submarines will not be ab;e to enter the- base's harbor 
after you lay mines. You may remove mines with the MINE SWEEP command. 

BASS AIM FORCE COMMANDS 

The following commands are available to your Navy base air forces. You cannot issue 
urdsjTS to thy Army's air forces. 


QRQAXflZE tonal iJffovE Fra be 1 4 * 

Exchange ar force units among your bates. 

i A List of the bases available :o exchange air Force's will be displayed. Select a base 
from the list. 

S: The air Force units of each base will be displayed. Select which units you will 
exchange. Your selections will be displayed in yellow. When you select the second 
unit the two air force units will automatically exchange positions. 

Select YES to execute your commands. 

Search it lax prase] i 

Order your has# air forces to search for enemy fleets in the surrounding seas. 

STRIKE IFLAX PHASE} I* 

Wage an air strike with your base aii forces. Follow the steps for the Fleet at Sea. 
STRIKF command (Se-e page 2& r Strike). 

QRDEE/GAIffCEL IEOT3J 0 

Delegate order* to your base air forces (See page 16, Order), or cance. previous ardors. 


SB 










mTomoimO 

Display information on your' base air forces-. Use the Left and right arrow keys on the 
Control Pod to scroll data, 


LAND FORCE COMMANDS 
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l Land Force Commands 
■S Land Force Name 
■:.# Corn man dor 
<■*■ Land Force Data 


The fbllowifvg command* are available to your land faces.. A land force unit may exe¬ 
cute I command per turn. 


MO FT I&OVS FXASEl 1 

Move yout land faces, to soother base or post, 

i The bases and posts to which you may nrove wilt be displayed. Select a base 
or post. 

- Select YES to move or CANCEL to choose another location. 


BOARD [MQVS PSAS Si l 

Order your land forces to board a fleet at port, 

■T A list of available floots will be displayed. Select which fleet you will board. 

<3> Select YES to board the Fleet. A unit with a Power level of requires l transport. 
Your land forces may not board the Iteet, if there are _ ot enough transport ships. 

JiTTA CK fPJuur P&jisi;} J 

Attach an enemy Land force unit, at a base or post (See page 4?, Land Battles). 


Okdee/Cancel mars] 0 

Delegate orders to a land forces [See page Id. Order), or cancel previous Orders, 
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SUBMARINE COMMANDS 

Qiwer/Cangel momi 0 

Delegate orders to your subrrannes (See page Id, Order), or cancel previous Orders. 

N0T£.' If you outer a submarine to MOVE to a base with a dock, iiny damages will 
■AbLornaLiwUy be repaired-. 



















BATTLE IN THE PACIFIC 


A Dittle o£l..is when j'rj'j wage an atlac* on the enemy, o' an enemy unit attacks 
you. Battles begin after ‘he PUn Ptoses % bath the U,S. and Japanese sices are 
completed. Ir R.T.Q, II toere are three different battle modes; naval battles, air 
battles, and land battles. 

NAVAL BATTLES 

Naval battics -occur in the following situations: 


Your Reet 

VS 

Fleet at sea/Submarine 

Your Fleet 

vs 

Enemy ba.se/fleet at port 

Your Fleet 

vs 

l ami Forces at e base or post 


Your fleet will be automatically positioned at the start of a naval b-attte. 

END OT A BATTLE 

A navai battle ends when one ol the Following conditions huh met; 

I A, A Fleet (or other unit) From either side is completely destroyed. 

b. All warships «f & fleet from either sine ret rests. 

■n. I-aim side completes 10 turns. 


MOTE: To retreat from ?. naval tattle move opposite o ? ybu were posi 
tioned at the s'art af the battls. 


.-ilAr - 

as 





NAVAL BATTLE SCREEN 
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5) fleet 

Fleet/Warship Commands 
{See page S3) 


Zoom Feature 

When selecting h warship to command, press the L/R Buttons to get a broader view 
of the surrounding area. Press the L/R Buttons again to zoom in and return to the 
previous view, 

NAVAL BATTLE MARKERS 

Warships 

Warships wilt have the following codes to represent the types of s"ips. Ships that arc- 
awaiting orders are displayed in white, and ships that haw completed their orders, 
are displayed in gray. 


DEB Dreadnought Battleship 

BE Battleship 

CV Aircraft Carrier 

CVL Light Earner 

CA heavy Cruiser 

CL Light Cruiser 

□ □ Destroyer 

AP Transport 

S5 Submarine 



















Base Facilities 

Move the cursor to i h-iss Facility to view the name of the facility or land foToe. 



Land Forces 



Navy Storage 



Army Storage 



Factory 



Airfield 


o = Capable of Fully repairing damage at sea. 

f\ = Capable of repairing damage so that ship may recover up to half of its 
rnasdmum speed. 

X - Damages canr.ot be repaired at sea. You must return to port and dry 
dock the s hip. 


WARSHIP DAMAGE 

The following describes the ly-w of damage your warships may incur in battle. 


NOTE: Damages are repaired at sea automatically with euOi turn. 


Locates 

ffinM na 

JJSXJiQE 

&eck 

X 

The damage may be minimal, slight, or SfirlouS, W-icn tJit 
strength oF any cart of the deck becomes D, the sh'p will. sir*. 

Urfdye 
{Direct hit) 

X 

Tin.' commander may die. or radar weapons nay 
be destfljyed. 

Rudder 

e 

The ship will oniy be capat.e of moving for-warn. 

Inline 

A 

The speed cf the sh^p will decline. When the rrirmum capable 
Speed Serenes G-, the ship wilt Sink. 

Armory 

ifloisde;!) 

X 

The ship will be incapable d attacking with its main guns .jr-d 
anti -aircraft puns. 

Torpedo 'dev 

X 

The ship wil. be •nesppblff erf 4 torpedo attack. 

Mai n (kins 

X 

The attackfng strength of (lie ship's m-ain qi.iiv will droeate 
[T it becomes 0, the ship -oil sink. 

Anli-.J-itcr^.f" 

Guns 

x 

The attacking strength of the ship's anti-aircraft guias 
will decrease. 11 il beoj-^v D r the ship wll sink. 

firs 

D 

Tie strength of the ship's a-mor hilt cuntinue to decrease until 
the fin: is octinguishetf. The rime to erting ji-sh a %e depends 
or tlie waaviei arvd the experience level erf the ship's crew. 

wander 

X 

The number of the earner's airc-aFt wi ll decrease. 

Dalinst Inks- 

0 

The submarne will be unable to submerge. 

Cracks in 

the Armor 

0 

The submarine will be unable to subnet;?. Depend 1 ig 

On tile iil iiaLipji ! i;uy sink, 


*o t/ 


AIR BATTLES 

Ai? battles occur in the fallowing situations: 


Your A.F. 

vs. 

Fleet at sea 

Your A.F. 

V5. 

Enemy base/flwt at po T t 

Your A.F. 

vs. 

Land forces at a base or post 


Data on your eir farces will be displayed when the battle begins. 

EBTD OF TEE BATTLE 

An air battle ends when one of the following conditions are met: 

a. All air forces have waged an- attack. 

b. Ttve enemy forces are completely destroyed. 

AIR RATTLE SCREES 


D Targets 
# Air Force Data 

Air battle Commands 
(See page 46) 










































The following markers are displaced in an air battle. 



Dreadnought Battleship 



Battleship 



Carrier/Light Carrier 



Cruiser Destroyer Tran-sport Ship 

LAND BATTLES 

A iand battle occurs when two opposing land force units or air force units battier 
against each other. Land battles are controlled by the computer,, and you cannot 
issue commands for that battle. A land battle ends when each sice has completed 
a series of battle turns. 


OCCUFYIJVO EASES/FOSTS 

Only land forces are capable of occupying a base or post. A base or post wilt be 
occupied when it is attacked and both of the following conditions are met. 

2 Y«iir land forces are st the base F jwt, 
b. There are no enemy IsniJ farces at the base or post, 

When you occupy h base linked to your homo port, you will Obtain money and materi¬ 
als from that base, Bases occupied by the Marines will become a Navy base, and 
bases occupied by the Amy will become an Army base. 




BATTLE COMMANDS 


NAVAL BATTLE COMMANDS 

r-Tess Button K to switch modes from commanding your entire fleet to commanding 
each warship within the fleet, When commanding each warship, mow the cursor to 
a warship to view its information and press Button A to select it. 

FLEET BATTLE COMMANDS 

The following commands are available to direct your entire fleet in battle. 

Order 

Delegate orders to your fleet. 

Order 

Delegate control of your entire fleet. The actions of the fleet will vary depending on 
the situation. 

Target 

Select a target lor your fleet's attics. Choose from enemy warships, base facilities, 
or land forces. 

RETREAT 

Retreat from the battle. 

LAND 

Order your Marines to land at the base. This command will not be displayed, if you 
don't have any landing forces aboard your Fleet- 

XWFO 

View information on your warships in battle. 

QjmON 

Review ot change your options for the message display speed and animation 
during battles. 

^ t 
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WARSHIP BATTLE COMMANDS 

The following commands are available to direct oic^ of your -'-arshipi In battle. 

MOVE 

Move your warships. Select a position within the displaced soiling range of the 
warship. After moving the s"ip r detide whether or not to attack. 


Into 

View information on your warships in battle, 

Order 

delegate orders to your warships to attack g, selected TARGET, MOVE to a specified 
position, KETREAt from battle., or LAND the landing forces. 


Steer 

Change the direction of the warship. After changing directions, decide whether or 
oat to attack, 

ATTACK 

Attack an enemy warship, land force., or base facility, 

If your cruisers or destroyers are equipped with torpedoes, you may attack with guns 
or torpedoes. Only the port or starboard sides o ; a ship may be attacked by torpe¬ 
does. When a warship equipped with torpedoes attacks an enemy submarine,, depth 
charges will be dropped. 

If your ship s equipped with rockets and you are attacking a base facility or lend 
fo?ce unit, you may attack with guns or rockets. 

The number of your remaining torpedoes or rockets will be displayed in the Warship 
Info Screen (See page 2% Info). You rosy re-supply your torpedoes arid ■•octets at a 
base with the SUPPLY command. 

The following table l ; sts the shooting ranges of your armaments. 


(headnonght Battleship 

9 

Battle iiifo 

1 

Aircraft Carrier 

4 

light Carrier 

3 

Heavv C T.iiifi 

a 

Light Ccgivi 

5 

fesUEyiFT 

4 

ToQEdces 

4 

Oxygen TgrprdWj 

& 

l-anO eiMre-j 

fi 

ftQLtas 

1 



Lastd 

You nay order a landing operation when you are attacking a base or post and have 
Land forces aboard your transport ships. If there are no enemy lane forces at the base 
or post, you will successfully occupy the area. If enemy land forces are stationed at 
the bass or post, you may attack with your land forces the day after the naval battle 
indvpr by selecting ATTACK from your Land Force Commands (See page- 36, Land 
Eo-ce Comnands-Attack}. 

i Move your transport ships close.to shore;. 

? Select LAND from the Battle Commands: 

Retreat 

Retreat your warships from the battle by moving opposite uf where you wore posi¬ 
tioned at the stafoof the battle and selecting RETREAT from the Rattle Commands. 

MARINE BATTLE COMMANDS 

When an enemy fleet attacks a base where your Marines are stationed, you may give 
orders to your Marines. 

Order 

Delegate control to your Marines for the entire battle. 

Target 

Select a target for your Marines to attack. 
















AIR battle commands MONTHLY CONFERENCE 

ihe following commands are available in an air battle. 


Order 

delegate control to your air forces for the entire oattle. 

Taught 

Choose whether to target an eTemy warship or base facility. Your air forces will 
decide which specific warship or base facility it will attack. 

Lace 

Give orders to each airforce unit separately. Attack an enemy warship, base facility, 
or Land force. Press button G to command a unit to rest. 

1 Select a target from the Air Battle Screen. Press Button X to resume commanding 
all air forces, 

a Data on the enemy's warship, base facility, or lend Force will be displayed when 
you select a target. The method of attack will depend on the arms of the aircraft. 
Voy cannot attach with torpedoes when another warship is in front of your target. 

;;3> Select ENTER to commence the attack. 

Wait 

Cancel the attack and wait for a better opportunity. 

Info 

View information on your airforces in battle. 


The conference begins on he first day nf each month. You attend conferences as the 
representative of the Navy. 

The conference proceeds in the style of a card game. Each player interacts with the 
othci members of the conference to discuss the topics, fifteen minutes ere allotted 
to discuss each topic. The game advances one minute for each card used by the 
members. Some cards may lengthen orshorte - the time of the conference. 

YOUR ATTENDANCE 

On the tnst day of each month, you will be summoned to attend the conference. 
Select Ytb to attend the conference, and CANCEL to be counted absent. If you are 
absent from a Conference, all topics, except For Weapon Production and Espionage, 
will lie decided without your vole. 

COWFEREKCE SCREEN 



® leader 
ft Secretary 
ftj Exit 
® Cards 


Use the- Control Pad to move the cursor, and press Button A to select a card, Press 
Dutton X during the meeting, in view other members' suggestions, decisions made on 
discussed topics, or temporarily exit the meeting. 
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PROGRESS OF CONFERENCE 

1. Dealing the Cards Before the meeting, 1-1 cards are dealt to each member. The 
number of cards is determined by the results of the previous month's objectives, 
and the state of affairs in the members" country. 

2. Proposals After the meeting begins, members state their profWS^U on the topics, 
you su&nit the h'ayy's Proposal after all other members, 

3. Discussion Using cards, the proposals are discussed. 

4. Decisions At the end of the discussion period, r f only one proposal remains, tnat 
proposal will be adopted. If there is more than on.e proposal the leader of the 
meeting will take a vote. You must select a proposal to enter your vote. When you 
are- voting on your own proposal, a proposal that is identical to yours, or when 
you have agreed with someone Oise's proposal, you will automatically vote for 
that proposal. 

If a decision cannot be made alter taking a vote, or if no proposals are submit¬ 
ted. the decision will be made at a Later conference. {You will not participate in 
this conference,} 


aobeemestt axd approval 

When a member submits a proposal that is identical to a previously submitted pro¬ 
posal, that member aqrees with the other member's proposal. If a member does not 
REFUSE another member's UNIFY or DIRECT card, that member approves the other 
member's proposal You cannot play the UNIFY, DIRECT, or PLEAD card on a member 
who agree; with or approves another member's proposal. 


FLAYER'S CARDS 

There are 3 types of cards used during meetings, 


The numbers in parentheses show the amount of Lime used by playing each card, 
Cards that can be used are displayed in b - ight colors, 



FLAX (l juts’J 


Submit your proposal for the topic of discussion. Each member can make one propos¬ 
al for each topic, 


fra 

m\ TTMlTYtlxcmJ 

Ask all members to agree with your proposal To refuse the UNIFY card, members 
must use a REFUSE card. 


Direct a 


Persuace another member to agree with your proposal. To refuse the DIRECT card, 
members must use a REFUSE card, 




FLEJLD il ms A 


Persuade another member to withdraw his proposal. To rerose the PLEAD card, mem¬ 
bers must use a REFUSE card. 


Mm Refuse 

Use this card to refuse a UNIFY, DIRECT, or PLEAD card. 


Pass a min./ 


Pass your turn to another member of your choice. 


m 


Ewe tRAWQQMf 


Bide for time to shorten the discussion. The dock advances at random, between ? 
and 6 minutes. 


sob Exited /+ random) 

Ask to extend tire discussion. The time will be extended at random from 3, 6. or id 


minutes. 


























FLAYER’S OPTIONS 

Ycu have the Following options wh^n : r is yaur turn to state you- proposal, or the 
PLEAD or UNIFY card has been presented to you by another member, 

USE A CARO Select a card to play. Cards that can be used are displayed in bright 
colors. 

DISCARD A Caro If you have no cards that can he used, or if you don't want to 
use a card, you* may discard a card. Press Button R end choose the card to be discard¬ 
ed, Each time you use or discard a card, it will be replaced by anodic' card, 

HOLD When a UNIFY, DIRECT, OR PLEAD card ; s played, you may use a REFUSE card, 
or not use any card, If you don't want to use a card., press Button 6, 

VIEW A PROPOSAL PiesS Button X and select a member's proposal. 

VIEW DIRECTIONS Press Button X and select the Secretary to view the decisions 
that have been made. 

Exit Temporarily Press Button X and select the- exit to pass on a topic. The 
topic will be dedded automatically, according to the discussion of the remaining 
members. 

DRAFTING YOUR PROPOSAL 

5 topics are discussed at the meetings - Foreign Affairs, Operation Goals, Budget, 
Supplies, and the Draft. 

FOREIGN AFT AIRS 

Draft your nation's policy on alliances, pacts, and declarations of near. Selects nation 
and your policy. Policies displayed in red may not be selected. To declare war or 
betray a pad, you must also enter a dale. Sated; TNFO to view information on each 
nation (See page hif, Nations), 

DECLARE WAR Declare war against a nation on the specified date. 

Request War Participation Ask a neutral nation to join your side in the war. 

MILITARY PACT Sign 2 military pact with a nation, and gain free access tg its 
bases. The nation with whom you sign a pact cannot participate in tattle. 

Aid Pact sign an aid pact with a nation to draw a monthly income from its bases. 
The nation with whom you sign a pact cannot participate in battle. 



PEACE TREATY Sign a peace treaty with a nation to occupy its bases and dismantle 
its military forces, After a peace treaty is concluded, the nation cannot participate in 
the game. Peace treaties canmoi oe broken. 

Negotiations Increase your level of Support with another country by holding 
friendly meetings. You must have adequate funds in your Foreign Budget. 

Break Military Pact/Aid Pact Break a military pact or an aid pact. You - 

Support Level with that country will decrease, 


NOTE: "he success and failure or pacts and treaties denends on your Support 
level -with other nations and your luck. 

OPERATION GOALS 

Define your misiiu;'! and the forces {Navy, Army, or both) to lead the operation, 

You may have up to 3 operation goats, if the previous month's goaLs haw not been 
accomplished, you may continue pursuing those goals, or establish new ones by 
selecting CANCEL. 

To set up a target, select a base Iron the Map, At the Hap, press. Button X to select 
the Main Command, ASSETS (See page 21. Assets) or one of the following com ends. 

Fleets The locations of your fleets are displayed on the Main Map. 

SUBMARINES Toe locations of your submarines are displayed on the Main Map. 

Bases The same List of bases is displayed as when you select the LIST-BASE com¬ 
mand (See page 17, List). Sated * Base from this list to establish your goal. 

GOALS View the goats that have been chosen. 

MISSION 

Select one of the following strategies for your objective. 

OCCUPY Occupy the base or post with your land fortes, 

DESTROY Destroy the base factory and reduce iis production capacity to 0. (Eve:* if 
the base : s occupied, it will be destroyed.} 

Defend This mission is automatically selected when you select a base or post under 
your control. 









simarr 

Select a budget and enter the amount of money you will allocate- Press the; Select 
Button to view a summary of expenditures^ Aitot your budget for the Following items: 

NAVY BUDGET Money used to finance the Navy. 

ARMY BUDGET Money used to finance the Army. 

FOREIGN BUDGET Money set aside for negotiations with foreign nations. 

BASE Budget Money used to maintain the operation of your bases. 

TECHNOLOGY BUDGET Money used to develop your nation's terminology. After 
albrating your entire budget, decide whether or net you will allocate Funds For spe¬ 
cific categories in the technology Budget, the Technology Budget is divided into & 
parts - Espionage, Naval Technology, Aeronautics. Weaponry, and Industry. If you 
allocate less than 500. the technclogy ; n that category 'will fall behind. Amounts 
exceeding 2500 do not have a greater affect on developing your technology. 

GOVERNMENT BUDGET Money used to' domestic needs. This affects youi 
national GNP, 


SUPPLIES 

Distribute supplies :o t-’e Navy, Any, and nation. Choose one a no enter the amount 
oF supplies you will allocate. Press the Select Button to view a summary of the 
expenditures for Navy supplies. 

Navy Distribute the Navy's supplies to the bases with the Base Command. TRANS¬ 
PORT (See pege JA). 

ARMY The Arm/s supplies will be automate*Uy divided among Lhe Amy bases. 
NATIONAL The amount cd national supplies affects the national GNP 

DRAFT 

Draft people for the Navy and Army. (The U.S. has a fourth category: European 
Personnel.) If you draft many soldiers for the Army or Navy, your national GNP will 
fail. When your national DNP decreases, your neat month's income will also decrease. 
Press the Select Button to view information on the draft, 


M & f 




On Hand The current number of the Navy's supply of the arsenal. 

BUILDING (Along) The number.currently in production. 

BOMBED (BOMB'D) The number of damaged arsenal. 

MAX BUILD The maximum number you may build for that arsenal 

Decide hew many warships, submarineSi transport ships,, aircraft,, and new warships 
the Navy wilt build, You must have an adequate amount of money and materials to 
build new weapons. 

Press the Select Button to ’view the names of ships scheduled for production. 

Seifs 

D Select the type of ship you will build, 

a: A I'st of ship classes will be displayed, Select a ship class. 

<■& Decide a n&m« For the ship. Select VFS to choose a name from the list, or 
CANCEL to create an original name. 

CD Confirm that you want to build the ship- Select YES to execute your orders. 

SUBMARINES 

u A list of submarine classes will be displayed. 

* Select a submarine. Your choice will be displayed, 

® Follow step ® from Ships above. 

aiA, 

93 




















Transport Shits (Trans} 

0 Enter the number of ships you wish to build, 

® Verify your numbe-, 5eLetL YES to execute your orders 


Original Warship 

Hesign a new type of ship. Hour nation's technology needs to reach a certain level to 
design new shifts. You may build new ships in the following month by selecting the 
SHIPS or SUBMARINE command under Building Weapons in the conference. 


Planes 

There ore many types of aircraft you can build (See page 56, Air Forces), You may 
open up to ? production lines for every aircraft type, Active- production tines will 
display the name o r the aircraft in white, Inactive production lines wil. disp.ay the- 
name of the aircraft in gray. 


1 A i?st o* new warships will he displayed. It a ship cm he designed, the shin's data 
will be displayed; other ships will bo displayed as "Incomplete 

'£> Select a. warship to design. 

Q' 1 he screen will switch to the New Warships Screen, fnter the- data for the new 
ship's capabilities. 


Aircraft-Active production Lines 

® Select which aircraft you will build from the list of aircraft, 

£' Confirm that you want to build the aircraft, Select YES, and input the number of 
aircraft to be built, if yo.. select CANCEL,, you will be asked to verify whether oc 
not to stop the production line, T o stop building, select YES, Stopping a produc¬ 
tion line of an aircraft will reduce the number of reserve aircraft for chat type to 
i}, and increase the Wavy's supplies. 


•i E liter a nam e for your slvip. 

rSPIOXAGE 

Affc&r the meeting, select three enemy bases to be infiltrated by your spies. You may 
view the data collected by spies with the QPS-MELUGENCE-5PY REPORT command ' 
(bee page 19, Spy Report). You may also view the collected base data with the LIST- 
BASE command (See page 17, List), 


Aircraft-Inactive Production Lines 

® Select which aircraft you will build from the fist of air-daft. 

&) Confirm that you want to activaie the production ;ine. InpuL the number of air- 
craft to be built. 


AIRCRAFT - WO AVAILABLE PRODUCTION LINES 

r Select which aircraft you will build from the list of aircraft. 

® You must stop a currently active production line to open another one. Select YES 
to stoo a production line. 

Select which production line you will step. 

© Confirm, that you want to stop the production line. Select YES, and input the 
number of aircraft to be built. 







DATA AT A GLANCE 

Aie Forces 


TIBET 

ttQETEB ITT) 

fighter aircraft eapatiie of taking off and landing 
gn a carrier. 

LAME 

FIBSTER fin 

fighter aircraft designated to a base airfield. 

FLEET 

EOMEEB (FB) 

Somber aircraft capable oF taking off and leisding 
on a carrier. 

FLEET 

ATTACK (TAi 

Attack aircraft capable of taking off and landing 
on a canxh 

EASE 

ATTACK fLA) 

Attack aircraft designated ta a base airfield. 

STSATEdC 
EBMBEE f BE J 

Bomber aircraft designates to a base .airfiEld. 

WAVE 

ECOVTOTEi 

Designed to search for enemy units. The success 
mte of refecting an ereniy unit differs accord iny 
to the cruising range, esaerionee level, a.>rd number 
of aircraft. 


Experience (expj The experience iewel of the air forces. High experience levels 
are an advantage in battle. 

POWER The attacking power of the aircraft. It affects attack and defense operations. 

RANGE (RNG) The tfoising r&nge of the aircraft, It affects the search and striking 
ran^. 




Abmy 

BUDGET The amount of the Acmy's budget. 

INFANTRY The number of reserve infantry units. 

TANKS The number of tanks in the Army's reserve. 

Supplies The amount of the Army's supplies. 

TRUCKS The number of trucks in ttie Arro/s reserve. 

AIRCRAFT The number of nircmft {Fighters, bombers, scouts, and tactical bombers) 
in the Army's reserve, 


NATIONS 

NAT, The name of the nation, AUS = Australia, CHIt = China, ENG = England, 

JPJi = Japan, SOV = Soviet Union, THA =■ Thailand, USA * United States 

Relation with Japan/USA The nation's relationship with Japan ot the U.S, 
SUPPORT (SUPP) The nation's support level with your country. 

Leader The name of the nation's political Leader. 

foreign policy Your fo'eign policy for that nation. This is decided at the 
conference. 


Navy 

BUDGET The amount of the Navy's budget, 

MARINES The number Of reserve Marins <fivi$=pri$. 

SUPPLIES The amount of tfce Navy's supplies, 

TRANSPORT The number of transport ships in the Ng^/s reserve. 

AIRCRAFT the number of aircraft (fLeet fighter., fleet bomber, fleet attack, 
scouts') in the Navy's reserve. 
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Terrain The tenpin of the post, The higher the natural defense barriers of the 
terrain, the less damage land forces will, incur in an attack. The types of terrain from 
lower to higher defense barriers are; 



Ptaios Forest Mountains Towns 


Tawxs 

Barrel The caliber of the main guns, Displayed on a level of >4, 

ARMOR I he strength of the tank's armor. D-spLayed on a Level of 1-A. 

Warships 

ARMOR (ARMR) The strength of the ship's armor. If it become 0 the ship will sink. 

Duty The delegated orders of the submarine or warship's Heel. MOVE-Mnve r 
SPUMupply, ENGfcfngage, 5TRK=5trike, SHEl=Shell, PTRL=Pamol OCPY=Q«tipy r 
DFND=Defend, ATTK=Attack, HAN l D=Land, ASUEMTiti-submarine. 

EXPERIENCE (EXP) The experience tevel of the crew. High experience levels are 
an advantage in battle. 

FIT.# Vumber of the fleet to which the ship belongs. 

MATERIALS (Mai'l) The amount nf materials loaded on me ship, 

POSITION (P05<) The position of the submarine or warship's fleet. 

Speed The masimtim sailing speed of the ship in calm waters. 

TRANSI/TrANSS The number of transports in transport group 1 or 2 „ 

TORPEDO (T0rp) The number of pussible torpedo atLacks. Re-supply your 
torpedoes with the SUPPLY command, 

VSFLT The destructive power of the ship's guns. It affects the strength of attacks 
against fleets. 

VSAIR The destructive power of the ships anti-aircraft guns. It affects the strength 
of attacks against air forces. 

#PL The number of planes trust may be Loaded on lo the ship. 


90-Day Limited Warranty 

Koei Corporation wan'Sails lo ih» orij lal consmnsr purchaser tha: [Iks gams p«ik sliull be fire burn 
detecis i nia-srial r ib workmanship lor a period t • 3D d^ys from bale gf purchase If a rlefesl covered 
by this warrant occurs dur ng mis 90-day warranty period. Kcki will repair or replace Ihe game pah ai 
its optica free of charge 

Tn receive This warranty service: 

1. Send in your IRegistrallon Cars 

2 . S-j.'s your sa es receipt, indicating rime ol purchase and ihe UPC code feurd or ihe game packag¬ 
ing- 

3. if your game Is covered under a store warranty, return the game paklo the store at which you pur¬ 
chased the game 

4. if ihe pane sec el cos a problem requiring service during ire M-day warranty peric-d. and & not cov¬ 
ered Dy a store warranty, nolify Kcai-Cor p-. by calling the Tech ureal Sup port D up l. at (41 5J34B- 
bulweun the knurs ol 8 a.-n. Ig 4:45 h.cr. Par: lie Slmrlirril Tune. .'Ii.nda.y through Friday. 

5.11 Elm Kjuui $eivi(8 Flupn::;i:i':.iliVt suable to sciIvh tilt-:iru!ilnn by plurlfi. ygi.j - if he firiy, <l=::l willr a 
Rsiurn AulhoriESHKi number Record ihs number prominently on the outside packaainp ofyaur rfete> 
twe name pan, enclose your name, sd dress and phone number, and return lire flame pah HEIGHT PRE¬ 
PAD A A JC INSURED rOR LOSS OR DAMAGE. logeitierwilhyour sales and the UPC code within the 
EKf-rtay wamamly period lo 

KGEI Corporaliab 

1350 Raj/shofc Hwy. Sta, 540 

Burlingame, CA 04010. 

r|iis warranty sha! not apply if the flame psk has been damage!? by negligence, accident, 
unreasonable use. modification, tampering or by other causes urrulaled to defective materials or 
workmanship. 

Service After Expiration of Warranty 

II the fl&m; pc* beceiups a problem requrwig service alter the ’30-bay warranty period, ymi may contact 
me Kccs Technics Support Depri. at Ihe pdone number noted prcvisusly. II lie K-:iui Semico 
ftarve-saatalivo .a unable ID scrfvg Hie problem by plums, ye: may l:g prgvidsd will a Return 
ftulhm /atgn r-:irrber aid ashed to seed ‘he p^ne oak ig <oei lor personal inspsclior. Record this num¬ 
ber prucTwierntyon me outsde packaging of Ibe defective game pak and relurr Ihe merchandise. 
FREIGHT PREPAID AND INSURED FOR LOSS DR DAMAGE lo Koei wilts a check or ri-gney order lor 
$20 tocuvar repair or repfacaimml, payable Id Kpei CocparaliDn. Kgei reserves Hie nghrlg change the 
[HSl-warranly service fee anrtbr pn c.y 
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Call now to order KOEI 



Prepare 

To Be 

ROMANCED' 

» r's the Second Han 
Dynasty and China is 
on the verge of collapse. 
Infighting among Lhc 
court fam sties anti the 
emergence of powerful 
warlords dominates the 
landscape. 1'he struggle 
for power has brought an era known 
as the Three Kingdoms, complete with constant 
warfare among China’s most courageous and skillful heroes. 


As a ruler during these difficult times, it's up to you to unify a 
Country tom apart by rebellion. Expand your kingdom by building a 
strong military or try outsmarting your rivals during negotiations. 
With exciting new weapons including automatic tiring crossbows 
and catapults you can engage your opponents out in the open or 
from behind castle walls, But don’t forget, a ruler's strength is also 
measured by die economic power of his kingdom and the happiness 
of its people 1 




Failures: Cisiuss war -rategv with up to 5 £S rliltersr: Flir-srs, anil ansmies us«nD 

\\CX 


Miffllui new weapons. P&y trtOl SftixdFn^ rjkrS. sc: dnenry unrls. s-liips DrdliBsabSiH losing 

y&j 


avar&yarfliE commands NbwHELF -aalurHS gives uau?b<g irrtcrm$hQn *ilhr. - lyriwfl to the 



manual One to e»ant pi^er fajdtomaRi. 


games direct! 415-348-0500 



Build an empire 
To Stand The 
Of Time 

N ow, [be most celebrated 
.strategy game of all time, 
Sid Meiers Civilization: 
is available for the Super 
N i n lertdo 1 iumitai n meat 
System. Skirting at the 
(town of recorded h istory - 
4000 EkC, you must 
build a society and 
nurture it towards die 
Space Age. In die 
beginning you'll labor to 
simply survive while 
building your 
settlements, 
discovering new 
technologies and 
fending Off barbarian v 


As your empire prospers, you’ll face competing civilizations guided by 
history's most legendary figures: Alexander lhc Great, Napoleon, Genghis Khan 
and more, Now you’ll test your capacity for expansion and domination, your 
ability to outwit and outmaEteuver those cunning and brilliant leaders. 


■1:11. n 

V& 


FeahJrts: Ditfalc hew ygurriviiiiliflni gnaws by cunUrolki'K] Melechno&aifS it OiBC&aeia. 
Construct monumepts sucli as. lire Pyramids and l* IE- Brsal Wal Maks ewngmic, pjlVral, and 
rniitziy decisions frqm population growth to sdenbfn development. FIe*it»c Starling options 
anrfSguds avaflfcle 
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